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Game Thinking Planning Template
Lesson outcomes
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Description of your audience
(Age, l ikes and disl ikes, motivat ions etc)
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Time constraints
(How many hours. lessons, weeks. terms wi l l  you have to complete the intended gamif ied
experience or game)

4 l1lt-i- 
\,1-ntno ^r,in tct,!.c, il a *- A t y u_ ,^r€oll, L/L rL lu ,.1 rr ( ,1j

L.-s5':; ctt\Lt ̂ 'ct( ,vakz ' .^s< o? 'J; itfu,^\ :,,,0l . 1,.J.
'L)^- t-us-t<-aJ- w"U 1)i'iur 

,--r,r S r",<s-k S J-( ^n I ,*t e it tq f"'^-

Game Etements [^rL ?-/,\-\ t.{^ f, ̂ ct( S 
(f '

(Game Dynanrics. Game Mechanics and Game Components) t
(  

' \  
t  ,  . L . t  - i '  i  t  I' ,y,rt .^_.1 t ),.:1 1i:' r" .1 rv,& l,;L s *ba- ut t .-,:f urt tr c-,{ -:--f a'--.. t' ovs

-"' i fuclt ct-t". c S 1 t' : ta ct-'arS (c'j1"' p'/f* /\ :l " 
^3

;lrC( f W 
I\/\LLYI L(-ur't l--) 

r t-.

r,,^(jt-u./i{ &/,' 'fpt^{ ^1 ^31't'; i ' i t:t- 
' ' l '- ' 

U-SL I.* {'^,i* t"c'-t '- r

Fun che"k i#:"j 'S" n-irlir:r, a7*; ,^ffi' ..L;^-'s 
'^'r

( l r r tegrated purposelul ly bui l t  into your experience including Easy fun, Harci  fun, Serious fun
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Fun Elements

Hard Fun
(chal lenge, mastery,

reward and

accomp l i shmen t )

No real  need for  p layer st rategy.

Few or no tangible obstacles to

overcome. Not very chal lenging.

Not easy to see how to progress.

Some opportuni t ies for  chal lenge,

mastery,  reward and

accomp l i shmen t .

Obvious opportunit ies for
chal lenge, mastery, reward
acco mpl ishment .

, "0(

--'- '- -

A lot  of  opportuni t ies for

chal lenge, mastery,  reward

and accompl ishment.  /

\/

A clear need for  st rategy-

Obstacles to overcome.

Consistent  chal lenges such as
puzzles or  problems to be worked

at.  Clear indicat ion of  progress

eg: levels/  power-up-

Easy Fun
(cur iosi ty ,  imaginat ion,

wonderment,  surpr ise,

explorat ion,  d iscovery,
adventu re)

Li t t le  or  no opportuni ty for

creat iv i ty ,  surpr ise,  explorat ion,

. loy of  f igur ing out  a problem, ot

ro le p lay.

Some opportuni ty for  creat iv i ty ,

surpr ise,  explorat ion,  joy of

f igur ing out  a problem, or  ro le
p taY .

p6vious opportunrty for  
t .

creat iv i ty ,  surpr ise,  explorat ion,  j

joy of  f igur ing out  a problem, . r
and or rolg play....*-.- ,/. / '
X ,,--'

A lot  opportuni ty for

creat iv i ty ,  surpr ise,

explorat ion,  joy of  f igur ing

out a problem, or  ro le p lay.

An abundance or opportuni t ies

f  or  creat ive expression,

explorat ion,  problem solv ing,  ro le

play and player created content

or  exper iences.

5erious fun
(excitement,
relaxation, repeti t ion,
rhythm, express
values, creating value)

Li t t le or  no exci tement,

re laxat ion,  repet i t ion,  rhythm,

opportuni ty to express values or

be creat ive.

Some or no exci tement,
re laxat ion,  repet i t ion,  rnytnm, /
opportunity to express values
be creatrve.

Obvious moments of

exci tement,  re laxat ion,

repet i t ion,  rhythm,

opportuni t ies to express values

or be creat ive.

\  - --  / '

A lot  of  exci tement,

i  re laxat ion,  repet i t ion,

,  rhythm, opportuni t ies to

express values or  be creat ive.

An abundance of  exci tement,

re laxat ion,  repet i t ion,  rhythm,

opportuni t ies to express values

or be creat ive.  Pract ice,

s imu la t i on ,  l ea rn i ng  rea l  wo rk  t o

learn or  achieve.

Social  Fun/People Fun
(relat ionships,

amusement,  laughter ,

working together to

d L r  l r c v c  d  E U d r ,

nlentor ing 50meone,
beat ing someone)

Li t t le or  no excuse to hang out  or

interact  wi th peers or  f r iends.

Some reasons to hang out  or
interact  wi th peers or  f r iends.

i

.z -\'An 
obv-idDsrreedf6hang out or

interact and complete tasks
with peers or fr iends.

)

Clear need to co-operate
compete,  mentor,  lead,  perform,

express yoursel f  or  and

personal ise something.  Lots of

interact ion wi th others to d iscuss,

achieve goals and get  th ings

oone .
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Measuringlapplying gamification to the classroom rubric

Gamification <------------------- Intensity of gamification/lev'el of engagement ------------------> Games'ba5ed Learning (cBL/

Cl^^a-

1 2 3 4 5

Game Dynamics

Constraints
Teaching and learning

outcomes together
wi th any other non-
va r i ab les

P resent P rese nt Prese nt

, " '

Prese nt Present SyJLv1 ou;

Narrative
(story,  theme and or
graphical  exper ience)

No consistent  or  coherent  story,

t heme  and  o r  g raph i ca l

exper ience.  L i t t le  re levance and

or re lat ionship to p layer 's  l i te.

Some evidence of  consistent

s to r y ,  t heme  and  o r  g raph i ca l  
,

expe r i ence .  Some  re l evance  an {

or re lat ionship to p layer 's  l i fe.  \

An obvious story,  theme and or
graphical  exper ience.  

/
Relevance and or  re lat ionship/

to p layer 's  l i fe.  /

Very consistent  or  coherent

story,  theme and or Braphical
exper ience.  Relevant to
player 's  l i fe.

Very wel l -conceived,  consistent

and coherent  story,  theme and
graphical  exper ience.  Very

relevant  to p layer 's  l i fe. -"*-

Progression

{Chance to improve.
*May* inc lude levels

and points)

No real  chance to improve ski l ls
or  knowledge. Does not  inc lude

any levels or  points

)uine chance to improve ski l ls  or
knowledge.

ilVru"t*-tb to improve
ski l ls  or  knowledge and how to
n r n o r p < <  i <  v i c i h l e

A lot of opportunity to
improve ski l ls or knowledge
User progress is obvious.

Exper ience is  designed wel l  so

that  improving ski l ls  or  \ ' /
'knowledge 

is integral  to the

exper ience.  Progress is  c lear.

Opportuni ty to t ry again i f  tasks
are not  completed wel l .  Inc ludes

some of  fo l lowing:  levels,  points,

badges,  Leader board.
Achievement is  d isplayed c lear ly.

Emot ion

How do we want the
player/  learner to feel?
Du r i ng  t he  expe r i ence?
Wh ich  emo t i ons?

No emot ional  connect ion
intended or present.

Some emot ional  connect ion
intended or present.

t
I

Some intent ions for  p layer )
emo l i ons  du r i ng  expe r i ence  eg :
empathy,  hopefulness,  outrage

a t  i n j us t i ce .

Obvious intent ions for  p layer

emo t i ons  du r i ng  expe r i ence

eg: empathy,  hopefulness,

outrage at  in just ice.

\\
W dlfimtegrarednte-nt15n s f o r
p layer emot ions dur ing

exper ience eg:  empathy,
hopefulness,  outrage at  in. iust ice.

Relat ionships

People interact ing

Li t t le or  no interact ion between

stu de n ts.

Some interact ion between

st  udents.

Obvious interact ion between

students.
dgooAamount of interaction,
between students. , /

Consistent  and wel l  thought out
interact ion between students.

Game Mechanics \--.'.. sr'''



Disp lays  a l l  o r  a lmos t  a l l  o f  t he

fol lowing:
r  cha l l enges

r  chance

.  compe t i t i on

r  co -ope ra t i on

.  resource acquis i t ion

o rewards

.  t ransact ions

.  t u rns

o Clear win states (achievable

goals/  end)

r  Clear feedback is  g iven and

there rs a lways opportuni tY

to t ry tasks agaln.

Displays most of  the

fol lowing:
o chal lenges

o  cnance

. compet i t ion

o co-operat ion

.  resourc€ acquis i t ion

r rewards

.  t ranSact lonS

.  t u rns

.  win states (achievable

goals/endPoint)

r  Clear feedback and

opportuni tv to t rY agarn

May include levels or

po I  nts.

Displays a lot  of  the fo l lowing:
o  cha l l enges

.  cnance

. compet i t ion

.  co-operat ion y/ /

.  resource acquis i t ion

.  rewaros

.  t ransaclons

.  t u rns  - ' l

. win states (achievable 
,/

goa ls /endpoint)

r  f eedback  (may  be  l eve l s  o r

po i  n t s )

Displays some o{ the

fol lowing:
r  cha l l enBes

.  cnance

.  compe t i t i on

.  co-operatron

.  resource acquis i t ion

.  rewaro5

.  t ransactrons

.  t u rns

.  win states

(achievable goals/  endpoint)

r  feedback

These are the verbs.

The process that  dr ives

act ion forward

D isp lays  none  o r  a lmos t  none  o {

the fo l lowing:
r  cha l l enges

r chance

.  compe t i t i on

.  co-operat lon

.  resource acquis i t ion

r rewards

.  t ransactronS

.  t u rns

.  win states (achievable

goals/  endpoint)

o feedback

D isp lays  a l l  o r  a lmos t  a l l  o f  t he

fol lowing:

a

a

a

a

a

a

a

a

a

a

a

a

a

a

a

P,chievements ../

Avata rs

Badges

Boss Fiehts '/

Col lect ions

Combat '/

Content  Unlocking

Gif t ing

Leaderboards - '

Levels

Points . -

Quests

Soc ia l  G raph

Displays most of  the

fol iowing:

a

a

a

a

a

a

a

a

a

a

a

I

a

Achievements

Avatars

Badges

Boss FiRhts

Co l l ec t i ons

Combat

Content  Unlocking

Gif t ing

Leaderboards

Leve ls

Poi  nts

Quests

Soc ia l  G raph

Teams

V i r t ua l  Goods

Displavs a lot  of  the fo l lowing:

a

a

a

a

a

a

a

a

a

a

a

a

a

a

a

Achievements

Avatars

Badges

Boss Fishts

Col lect ions

Combat

Con ten t  Un lock i ng

G i f t i  ng

Leaderboards

Leve ls

Po in t s

Quests

Soc ia l  G raoh

Teams

V i r t ua lGoods

Displays some of  the

fol lowing:

a

a

a

a

a

a

a

a

a

a

a

a

a

a

a

Achievements

Avata rs

Badges

Boss Fishts

Co l l ec t i ons

Comba t

Con ten t  Un lock i ng

Gif t ing

Leaderboards

Levels

Points

Quests

Soc ia l  6 raoh

Teams

V i r t ua l  Goods

D isp lays  none  o r  a lmos t  none  o f

the fo l lowing:

.  Achievements

.  Avatars

r  Badges

r Boss Fights

.  Col lect ions

.  Combat

.  Content  Unlocking

r Gi f t ing

r Leaderboards

r Levels

.  Points

.  Quests

r  Soc ia l  G raph

. Teams

r Vir tual  Goods

Speci f ic  instances of

mechanics and

dynamics


